Negative Traits 
Pacifist (Ego Trait) 
Cost: -10 CP (Level 1), -20 CP (Level 2) 
This character, be it through psychosurgical conditioning or their personal beliefs, is adamantly opposed to 
harming their fellow beings. At Level 1, the death of another person at their hands, or as a result of their 
actions, inflicts D10+2 mental stress. At Level 2, in addition to the effects of Level 1 harming another 
sapient entity causes them D10 mental stress, as does anyone coming to harm as a result of their actions. 
Mental Disorder: Sadist 
Sadism is a distressingly common feature in many Transhuman circles, such as among members of the 
Lost Generation, certain Exhuman clades, and Psychosurgeons in Ego Trading Syndicates. Whenever a 
character with Sadistic Personality Disorder is given an opportunity to inflict pain on or reduce the SV of 
another transhuman, especially if the victim will not be able to retaliate, they must make a Willx3 test to 
resist doing so. 
Async Mental Disorder: Philosophical Zombie 
One of many bizarre mental states resulting from infection by the Watts MacLeod virus, a Philosophical 
Zombie is an ego which, while externally indistinguishable from an ordinary transhuman, lacks all affect, 
subjective experience, and sentience. Philosophical Zombies appear completely normal when subjected to 
brainprint scans or examined with psychosurgery software, though other Asyncs can detect the 
differences with any sleight that examines their thoughts or emotions. Philosophical Zombies do not add 
their Intuition score to their Interest and Art knowledge skills. They incur penalties when attempting to 
feign enjoyment, disgust, or other intense emotional states. 
Neutral Traits 
Comfort Object 
The character has an object, usually a small trinket, that provides them psychological reassurance in 
unfamiliar or stressful circumstances. As long as the character has the object with them, all incoming 
mental stress is reduced by 1. If the object is ever permanently lost or destroyed, the character 
immediately incurs 2D10 mental stress. 
Weapons 
Smart Artillery 
Smart artillery, or “smartillery” in Ranger parlance, is an umbrella term for seeker munitions fired from AI 
operated mounts in an indirect fire role. The term typically designates a small bore projectile fired from a 
human portable platform, as opposed to missile batteries like the ones situated on the borders of the Zone. 
A smart artillery platform typically consists of a tube with an autoloader and servomotors, along with 
communications equipment and a ballistics AI. Once deployed, the system can be radioed to provide fire 
support, employing a coordinate system, satellite imaging or laser designation to place rounds on target. 
Many Martian Ranger groups have taken to carrying smart mortars in their prowlers, deploying them in 
secluded areas where their range umbrella encompasses “hot” areas where patrols expect hostile 
encounters. Many smuggler, barsoomian and nomad groups also employ smart mortars, though a lack of 
sophisticated satellite targeting often hampers their accuracy. 
In game, smart artillery is treated as seeker weapons firing either mini or full sized missiles using the 
indirect fire rules. The indirect fire penalty of -30 does not apply if the firer “paints” the target with a laser 
designator, or if the firer is assisted by a targeting/imaging satellite. Range penalties are assessed based 
on the distance from the mortar to the target, though the range brackets are double those normally listed 


for the category of projectile fired. Smart artillery can fire two rounds per action turn if firing minimissiles, 
one if firing full sized missiles. A smart artillery fire mission takes one action turn to arrive after being 
called, plus an additional action turn for each kilometer to the target. 
The system’s ballistic AI has Aptitudes of 10 across the board, along with Infosec 40, Interfacing 30, 
[Language] 80, and Seeker Weapons 40. 
A smart mortar firing minimissiles can store 50 rounds in its ammo bin, while a smart mortar firing full 
sized missiles can store 20 rounds in its ammo bin. 

Morphs 
Bigfoot 
Based on a long extinct hominid species described only by jawbones and a few teeth, the Bigfoot towers 
over its neo hominid brethren at three full meters in height, moving with disturbing grace and a distinctive 
simian lope. Despite its numerous expensive augmentations the Bigfoot almost totally impractical for 
combat use, due to its large size and focus on sheer brute strength. However these very traits are what 
endear it to those uplift apes who can afford it, at least those who aren’t afraid to play to the stereotype of 
the brutish primate with more muscle than brains. 
Implants: Basic Biomods, Cyberbrain, Enhanced Hearing, Enhanced Smell, Grip Pads, Hardened 
Skeleton, Heavy Bioweave Armor, Muscle Augmentation, Neurachem Level 1, Prehensile Feet 
Aptitude Maximum: 40 
Durability: 105 (includes implant bonuses) 
Wound Threshold: 21 
Advantages: +5 COO, +5 INT, +15 SOM (includes implant bonuses), +5 to one other aptitude of the 
player’s choice, +10 Climbing 
Disadvantages: Social Stigma: Pod, Social Stigma: Transgenic 
Notes: Large Size, Limber Level 1 
CP Cost: 100 
Credit Cost: Expensive (100,000 Minimum) 
Thunderbird 
Designed to imitate the titanic winged reptiles of the late Cretaceous period, and named after the 
supernatural avian of American Indian legend, the Thunderbird is as impractical as it is breathtaking to 
behold in flight. The basic model is almost completely unsuitable for use in the inner system, where 
unsuitably thin, turbulent or poisonous atmospheres preclude its flight. However, on several of the 
exoplanets with earth like conditions, the Thunderbird soars like the fearsome pterosaur from which the 
designers drew their inspiration did in Earth’s ancient past. 
Implants: Basic Biomods, Cyberbrain, Enhanced Respiration, Gliding Membranes, Wings 
Aptitude Maximum: 30 
Durability: 50 
Wound Threshold: 10 
Advantages: Beak/Claw Attack (3D10, AP-5), +5 INT, +10 REF, +5 to one other aptitude of the 
player’s choice, +10 Flight 
Disadvantages: Social Stigma: Pod, Social Stigma: Transgenic 
Notes: Very Large Size 
CP Cost: 40 
Credit Cost: Expensive (40,000 Minimum) 


Implants 
Aegis 
These nanites inhabit the user’s muscles, bones, fat, and cardiovascular system, protecting them by 
hardening in response to physical trauma, insulating vital organs, and diffusing kinetic energy. Aegis 
nanites provide 4 AV versus kinetic damage, and may layer with other armor types without penalty. 
[Medium] 
Cyberjaws 
The teeth, gums, jawbone and jaw muscles are upgraded or replaced, allowing for improved resistivity, 
plus greater chewing and biting power. Morphs with cyberjaws may masticate sharp objects without fear 
of injury, and can bite through objects ordinary transhuman teeth have no hope of penetrating. In combat, 
cyberjaws may be used for unarmed attacks, dealing D10+3 Damage with armor penetration of 3. [Low] 
Killswitch 
Be it through nanites programmed for exponential growth, a pouch of mycotoxin, or a 400 milliamp current 
to the midbrain, this implant kills the morph upon receipt of a predetermined signal. The signal may come 
in the form of a coded transmission to implanted mesh gear, a killphrase spoken in the morph’s ear, the 
ingestion of a specific chemical compound, or a variety of other sensory inputs. [Low] 
Retractable Genitals 
The morph may temporarily retract its genitals inside its abdomen, without long term adverse effects. 
When this implant is active, called shots cannot be made against the morph’s genitals. This implant is 
available only to morphs with external genitalia. [Low] 
Stomach Pouch 
The morph is able to store items in a pouch implanted next to their stomach through a port in their 
abdomen which, when closed, is virtually undetectable from the outside. Items stored in the pouch cannot 
be detected by terahertz radar, though x rays or other forms of penetrating radiation or full body imaging 
may spot them. Storing or retrieving an item from the pouch is a complex action. [Low] 
Shock Resistance 
The morph’s nervous system is treated to protect its superficial muscle functions against the disruptive 
effects of electric shocks. When rolling to resist electric shocks, roll against 2((DUR) + Energy Armor. 
[High] 
Zombie Switch 
A "Zombie Switch" allows the user to disable their conscious mind, allowing the unconscious mind to 
dictate their actions. Depending on the model, the user may remember their actions while the implant is 
active, or may awaken afterwards with no memory of what transpired. Treat the Zombie Switch like the 
Unconscious Lead sleight when active. [Moderate] 

Monsters 
Gourmand (Biomorph) 
These exhumans have modified their gastrointestinal tracts with nanorecyclers and experimental 
medichines, allowing them to augment their own physiology by recycling all ingested matter. Physically 
they resemble bulbous, incredibly muscular versions of baseline humans, their morphs swell with custom 
designed implants their nanites have constructed from their meals, while their bellies bulge with multiple 
chambers for recycling and storage of their foodstuffs. Though capable of consuming and deriving 
nourishment from almost any organic or onorganic substance, the ready made complex protein and peptide 
molecules which comprise most biomorphs make other transhumans the preferred meal of these 


gluttonous exhumans. Many gourmands psychosurgically modify their behavior, inflicting themselves with 
a ravenous hunger and desire to grow ever larger and more powerful. 


Skills: Fray 70, Freefall 60, Freerunning 50, Hardware: Implants 60, Interest: Morph Design 50, Medicine: 
Nanomedicine 65, Programming: Nanotech 60, Unarmed (Bite) 60 (70), Others as appropriate 

Implants: Access Jacks, Carapace Armor, Clean Metabolism, Cornucopia Machine, Cyberjaws, Drug 
Glands, Endocrine Control, Hardened Skeleton, Medichines, Muscle Augmentation, Nanophages, Toxin 
Filters, Copious others as appropriate to role 

Notes: Mental Disorder x 2, Modified Behavior: Ravenous Hunger Level 2, Rapid Healer; Gourmands 
may, provided they have ingested the necessary raw materials, use the nanomachines in their body to 
augment themselves with any implant, growing them in their own body at the same rate as a healing vat. 

If injured they typically retreat and attempt to repair the damage, augmenting themselves with resistances 
to their assailant’s weapons. 

Incubator (Biomorph) 

These exhumans have transformed their bodies into technologically advanced wombs, using nanomachines 
and a host of custom grown organs to design, create and gestate living beings of their own devising. Their 
bulbous bodies bristle with limbs, ovipositors, and access ports, while their translucent exteriors allow a 
glimpse at what gestates within the multiple brood pouches. The morph’s interior chambers are equipped 
with sophisticated micromanipulators, injectors, glands for fabricating and dispensing complex organic 
molecules, and a host of custom nanohives. Their ability to create life is limited only by the availability of 
raw materials, the size of their brood chambers (the largest with volumes of several hundred litres) and 
their imagination. Some delight in curating entire ecosystems of their own design, while others sculpt 
primitive societies of semi sentient beings. 

While all but defenseless on their own, Incubators are typically guarded by their creations, who, sapient or 
otherwise, will defend their progenitor to the death. 


Skills: Academics: Biology 70, Academics: Genetics 70, Academics: Neurology, Climbing 35, Interest: 
Xenobiology, Medicine: Gene Therapy, Medicine: Nanomedicine, Others as appropriate 

Implants: Access Jacks, Cyberlimbs, Extra Limbs, Healing Vat, Medichines, Ovipositor, Oxygen 
Reserve, Telescoping Limbs, Others as appropriate 

Notes: Mental Disorder x 2 


Squeeze (Biomorph) 


These exsurgents have a mucusy, knobbly exterior. A number of free floating bones in their anatomy 
allow them to pass through any space which will accommodate their head, they prefer to cling to walls and 
ceilings with the billions of microscopic hairs coating their hands and feet, secreting nests of bile and 
incubating in warm, damp places. The most drastic change to the host’s anatomy is the development of a 
“bomb organ,” a stable explosive in the stomach or bowel, allowing the exsurgent to detonate at will. 
Upon detonation the exsurgent’s tough exterior functions as shrapnel, the mucus carrying the virus and 
potentially infecting any unfortunates caught in the blast. 
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Movement Rate: 4/16 

Skills: Climbing 60, Fray 30, Free Fall 50, Free Running 60, Infiltration 40, Perception 30 

Implants: Bomb Organ (3D10 Blast Damage, Biomorphs whose armor is penetrated by the blast test 
DUR x 2 or become infected), Enhanced Hearing, Enhanced Smell, Enhanced Vision, Prehensile Feet 
Notes: Armor 10/8, Limber (Level 3, the morph can pass through any space large enough to admit its 
head) 


